Once upon a time, there was a man named Geoff Keighley. Over the years, he had 
become a prominent figure in the video games industry, having formed connections 
with other major figures like Gabe Newell, Hideo Kojima and even Reggie Fils-ame. 
Point is, Geoff’s got a lot of connections. So in 2003, he took it upon himself to team 
up with the TV channel Spike to create the Spike Video Game Awards (abbreviated 
VGX). It was essentially what Geoff deemed at the time, “The Oscars of Gaming”. 
Even if it wasn’t all that popular, it caught the attention of some in the gaming 
community. This would then communicate in Geoff splitting off from Spike to form 
his own award show, simply called “The Game Awards.” It took place on a live 
stage, with big game reveals, live musical performances, the works. It was 
Keighley’s vision, fully realized. 


Meanwhile, the infamous message board 4chan, the site’s video game board, /v/, 
had already grown distasteful of Geoff’s plight to be video games (or as they called 
them, “vidya gaems”) into a more artsy, but also corporate, medium. Rumors of the 
awards being bribed and rigged didn’t help Geoff’s case either. They decided to 
make their own awards show, free from the shackles of the corporate zaibatsu. And 
thus, this all led to the creation of what was dubbed “The Vidya Gaem Awards”, 
starting with 2011, this award show was usually held around the 1* quarter of each 
year, where many anons could vote on what they thought was both the best and 
worst games of the year, and then some. For almost a decade, 4chan and the /v/GA 
production team have continued to uphold this tradition, increasing the production 
value each time, with skits and bumpers also thrown in for good measure. 


| had taken it upon myself to interview some of the major players in the creation of 
the Vidya Gaem Awards, Counter and Lamer Gamer, to learn more about the 
philosophy behind the awards, and what separates it from Geoff’s show. 


N.A: How would you describe the /v/GAs to someone who’s never heard of them? 


Co: | would describe the show as a “f*** you” towards the gaming industry while 
also praising and celebrating games and developers that genuinely deserve it. The 
community is what powers the show at the end of the day, we are an award show 
where 1 vote = 1 voice. There’s no weighted votes or industry votes that weigh 
heavier than another, because that’s not fair. The community chooses who wins, we 
just facilitate the place to do it. 


LG: If | were to formally describe it to someone, I'd say, "the /v/GAs are a crowd 
sourced, satirical video game award show dedicated to mocking both the good and 
bad aspects of gaming every year." I, personally, however would simply say, 
"imagine if Geoff Keighley hated video games." 


N.A: In the past 4-5ish years, the /v/GAs have seen a massive uptake in production 
value. Are you proud of that? 


Co: Absolutely, this show coming back for another year is never a certainty, but we 
have a team who blows it out the park each and every year. Segab can be thanked 
for his efforts in making the show’s production value as high as it is. Without the 
likes of him, this show would be using modified templates from years ago. There’s 
still more to production value | wish we would get right or gotten right sooner such 
as audio mixing, but these things take time to perfect. 


LG: | couldn't be more proud with what we've managed to accomplish and improve. 
| have the previous show's leaders to thank for that, specifically two guys who go 
under the name PhoneEatingBear and Beatstar. Those two were the ones who really 
kicked up the production value and handed over the keys to a high quality show." 
After their tenure, we focused on looking for any means possible outside the show 
to improve user engagement. There is, after all, only so much you can do in that 2-3 
hour window we air to improve the efforts of a 3+ month long process. This 
eventually led to the creation of numerous different ideas over the years - loot 
boxes on our website, a fantasy voting league where viewers could predict winners, 
and even an ARG series created by one of our members, a guy named Cee. 


N.A: What is your favorite part of producing the /v/GAs? 


Co: It has to be putting an award together from start to finish. When you open up 
the template, modify it to the awards specifications, add the visuals, voice actor 
stuff, music, etc and watch it all come together. | like streaming the production 
process on our teams’ discord channels and showing others around me the effort 
that goes into it. It may be for an online award show only 3,000 people or so watch, 
but it’s still something | take seriously and thoroughly enjoy doing. 


LG: It feels like a bit of a cop-out to say airing the show is my favorite part, it is after 
all the culmination of nearly a half-a-year's worth of work, however | would be 
remiss to not mention it. Aside from that, however, I'd definitely have to put my 
vote towards the conception of our annual visual theme. Every year we go through 
tons of different, sometimes insane, pitches of what we could be doing to give the 
show a distinct visual theme. While this year we decided on conspiracy theories, we 
actually had over 50 proposals. Somehow over the years, the idea of "pizzapunk" 
formed in the group. | don't have a clue what it is, nobody does, but it has managed 
to pop up almost every year in some kind of way, and this year, one of our 
members named monoframe actually concepts an idea for it. I'm talking visuals, 
story, and gimmicks. How the hell he managed to conceptualize it | have no idea. 


N.A: | find it funny how just like in most traditional award shows, some people are 
privy to complaining about certain games sweeping. What are your two cents on 
this? 


Co: Games sweep purely due to the votes received. If a game is insanely popular 
either good or bad, it’s bound to sweep either the positive or negative awards 
respectively. To counter this, go against the consensus. Vote differently. People 


don’t, and it causes these sweeps. We’ve tried counter-sweeping measures such as 
splitting the awards (for example, Hyperbole was literally going to be split in 2 one 
year, one for best trailer and one for best trailer that’s not from Kojima), but all this 
does is show bias in our team. Therefore, we don’t intervene in the voting process 
and as a result, you get the same few games sweeping. Such is life. 


LG: Ultimately, a game is going to sweep if people vote for it. It's as simple as that. 
We try to avoid sweeps as much as possible, whether it be by diversifying the types 
of awards we feature, or by relegating some of the less-important awards to being 
featured on the site and intermission only, we ultimately try to at least make it feel 
like it's not a sweep, even when it sadly is. But we don't have that panel of judges 
with 90% voting power like The Game Awards does, so in the end, what wins an 
award is what's in people's mind. 


N.A: What would you say has been your favorite /v/GA show thus far? 


Co: 2017 without a doubt, there was something unique and fun about it | can’t 
describe. 2017's template ruled and the entire show came together perfectly. 


LG: This is very hard to say. I've worked on the show since 2013, and every year | 
feel like we step up our game with the themes. 2018 was my first year producing 
the show, and we had an absolutely insane theme concept, probably way more 
ambitious than it had any right to be, but somehow we managed to pull off the idea 
that we had been acquired halfway through by Tencent. The fact that we managed 
to get full translations by a native Chinese speaker as well was the icing on top. It 
was all just a coincidence that the year we decide to pull a Chinese bait-and-switch 
like that, we get an applicant who lives in the mainland. This year's show (/v/GAs 
2020), however, I'm more than excited about. Segab, the man behind our 
templates, went absolutely above and beyond with this year's theme, one that I've 
been proposing for a few years now and finally got selected, so I'd say this is 
probably the year I'm most proud of. I'm not really sure when this will be published, 
but we're about two weeks out from show date when being spoken to, and it looks 
absolutely sick. I'm So pumped to see how people react to this. 


N.A: Having an award show commonly associated with 4chan may draw ire for 
some, but do you think having the show tied so close to them benefits it? 


Co: There are benefits, but there are a lot of cons to it as well. It’s something that is 
discussed a bit internally. As of now, the show is tied to 4chan /v/ and we don’t 
intend to change that at this moment, but who knows. 


LG: Absolutely it does. /v/'s outlook towards us over the years has been both warm 
and cold, however just another bog standard award show without any of the 
negativity or gimmicks that make us unique would be pointless. Does The Last of Us 
Part Il really to win 121 GOTY awards over 120? As we tell developers when we 


contact them, while some of out awards may seem insulting, it's worth looking at 
them as a valid criticism - something they can improve upon in future games. 


N.A: Besides the “viewer’s choice” approach, what would you say sets the /v/GAs 
apart from other award shows? 


Co: Literally that. Look at the game awards for example, weighted votes from the 
industry that shits on the little man’s vote. It should always be 1 vote 1 voice, no 
exceptions. Just because you rake in millions of dollars and get to sit on a big fuck 
off CEO board, doesn’t mean your vote is any different from mine or your mates. 
The /v/GA’s will always have a strong democratic way of voting and choosing which 
games suck and which games sucked the least. 


LG: Negativity. As | stated before, our negativity can be either cathartic to some, or 
instinct to others. But really, look at the internet, especially in recent years. While 
some people are upset that we're tearing down the hard work of all these 
development teams, just look on social media at how upset people get over 
different topics. Negativity is a very real and prominent aspect in modern online 
discussion. It's to be expected that somewhere out there, some people would want 
to have an outlet for that. 


N.A: To my surprise, the past couple award shows have hit a good balance between 
serious and comedic. Are you proud of this at all? Would you prefer it to be more 
serious? Comedic? 


Co: Both helps. You need a bit of seriousness mixed in with the comedy to keep it 
entertaining and not stale. You can’t be funny all the time, you have to reflect on 
stuff that can be uncomfortable or daunting. Striking a balance is key tho, I’d rather 
have too much comedy than seriousness for an online show though. 


LG: I'm very happy that someone noticed that balance honestly! I've been leading 
the writing of our show for about four years now, with the help of a few other 
dedicated members - credit where it's due to Importuno, Kurushi, Donny Q, and so 
many others that have helped beyond measure. Internally we have a policy to 
categorize awards in one of two categories: Serious and silly. The more "traditional" 
awards, ones covering writing, visuals, etc. are generally treated as serious and a 
valid analysis. It's the more gratuitous or insulting awards we treat comedically. 


N.A: Any messages you have for the people who are interested in watching the 
upcoming /v/GAs later this month? 


Co: You'll be impressed by the visuals, but | wonder what you'll think of the winners. 


LG: Don't take things too seriously - Us or yourself. We put a lot of hard work into 
this, but ultimately we're unpaid volunteers slaving away to produce a show fora 
Tuvan throat singing forum. We're no strangers to the usual hiccups with crunch 


production, so embrace the inevitable mistakes, and use it as a chance to laugh at 
life. Whether you want to laugh at other people's expense, or merely witness a 
culture you can't hope to understand, there's some aspect worth watching for 
everyone. 


N.A: What is the best product? 
Co: Skub, of course! 


LG: Skub. Is that ever a question? It was voted as such just last year. 


